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THE LEGACY OF THE GNOSTICS 

The world, the Gnostics said, is ruled by 
the great and evil Archon, whose empire 
stretches as far as the firmament. 

But even for Archon, life isn’t easy. In 
another universe, there’s another Archon. 

He wants your empire. 

The outcome of the war will determine the 
one, true Archon. You’ll want to make sure 
it’s you. 

You’ll use every troll, basilisk and dragon 
you have, and all the other slimy, conniving 
underlings you can find, to fight the phoenixes 
and djinnis of the enemy Archon. 
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Another rule you’ll need to know bett; 
Stay fierce and stay smart. 

MAYHEM: THE BATTLEFIELD 
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And remember, no matter how good a fighter 

he 

strategist, you’re going to lose. 

We’d hate for you to lose. 

A KAMIKAZE, A PHYSICIST AND 
A WRITER OF FUGUES 

Fifteen years ago Jon Freeman took part 
in a living chess match. 

He played King’s Pawn. 
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barked moves. 
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clubs and shields they’d been given. 

When you’re the author of the definitive 
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book on board games, you don't forget an 
experience like that. 

Jon didn’t. 
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Ideas hatched at poultry-ranch rates. 

He sat down with fellow Free Fall Asso- 
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Paul, whose deft imagination is schooled 
in physics, modern art and science fiction, ^ 
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Kne marriage of Anne and Jon does nothing 
Wo dilute their collaboration. 

It’s a strange kind of collaboration. 

Anne, for instance, says she created the 
game. No one argues. 

Besides letting loose the thunderclap of 
code in which the game arrived, she did a lot 
of things to make it nice. She built its artful 
transitions and fugue-like interconnections. 
She made the battlefield segment the com¬ 
plex slugfest it is. She designed the one- 
person game. 

We asked her what she was proudest of. 

She said, “It works. You can forget that 
you’re playing a computer game. You’re play¬ 
ing a game.” 

She’s right. She’s also modest. It took us 
three weeks to pump those answers out of her. 
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THE LIGHT AND THE DARK 


There’s a board.There are pieces with varying powers, squares to 
move into and an opponent to conquer. But the squares keep 
changing. And once you decide where to attack, the board 
explodes into a battlefield. Your pieces include 
phoenixes, golems and wizards, and they use all their 
strange powers when they fight the banshees, goblins 
and sorceresses they face. They cast spells 
and missiles, they pummel, pierce and throw 
out flames, they move each other around, 
take on each other’s shapes and shriek 
at each other. If you square off on 
a spot that stays favorable, you’ll 
be hard to kill. If you’re 
smart, fast, dextrous and 
farsighted, you may win. 

If you're not, look 
for another 


game 


ELECTRONIC ARTS™ 


ABOUT OUR COMPANY: 
We’re an association of electronic 
artists who share a common goal. 
We want to fulfill the potential of personal 
computing.That's a tall order. But with enough 
imagination and enthusiasm we think there’s a good 
chance for success. Our products, like this game, are 
evidence of our intent. If you'd like to get involved, please 
write us at: 2755 Campus Drive, San Mateo, California 94403. 


Electronic Arts provide a limited ninety day warranty on the recording 
media. See limited warranty statement enclosed.The warranty does not apply 
to the software programs themselves, which are provided AS IS. 














